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Introduction

Abstract: The writing of this article aims to present the results of the analysis
in the form of a literature review on the results of research on the
implementation of the ethno edu games application to improve student
learning outcomes. The ethno-edugames application is an educational game
with the concept of local wisdom in the form of traditional games packaged
into an application on a smartphone as a learning medium. The articles used
consist of 4 research articles from national and international journals. The
research procedure used in writing this article with 5 steps of literature
review, determining the research theme, namely the implementation of the
ethno edu games application to improve student learning outcomes, searching
for and collecting various articles on the sinta website, google scholar, and
other websites, classifying various types of articles that are relevant to the
research theme, synthesizing relevant articles by marking important points in
each article; and writing articles from the results of the synthesis. The
conclusion of this article is that the use of ethno-edugames media in learning
has succeeded in improving student learning outcomes. Ethno-Edugames that
have succeeded in improving learning outcomes are, hopscotch, bebetengan,
and Snakes and ladders.
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(Djamaluddin, 2019; Puntambekar, 2022). The learning
process carried out by an educator in a school is required

As we know, today's school students are very
different from the past, this is due to the increasingly
advanced development of the era, so that the way to
educate them must also adjust to current conditions
(Akour & Alenezi, 2022; Zain, 2021; Leonardi & Treem,
2020). Educational institutions can be schools that are
designed to carry out an educational process in the form
of teaching or training for students with the aim of
developing the potential within students and changing
students' attitudes for the better. Learning is an
interaction between teachers and students through the
help of tools and teaching materials in a learning
environment with the aim of providing assistance to
students to learn new things, increase insight, improve
skills and shape students in growing self-confidence

How to Cite:

to be able to increase knowledge, critical thinking and
creativity in students and student behavior during the
learning process or outside the learning process needs to
be considered, so the accuracy of the learning process
requires more attention and besides that the learning
process carried out should also adjust to the conditions
of the students at that time (Hardhienata et al., 2021;
Ghory & Ghafory, 2021).

Students or learners are greatly influenced by the
development of technology that continues to occur with
one of the evidences that the use of technology in the
form of smartphones or gadgets that are already familiar
in the school environment for students (Bacolod, 2022;
Churchill et al., 2018). We as educators should be able to
make breakthroughs or new innovations in teaching and
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learning activities through the use of technology, one of
which is by utilizing smartphones which are generally
familiar to students, so that there is a value of usefulness
when students use smartphones, in addition to getting
used to using technology for students in this digital era
is also very important so that students are literate about
technology that will continue to develop, this is one of
the efforts to produce a generation of successors to the
nation for a better future for the country. Smartphones
can load various applications that are intended for
various interests, one of which is for learning (Agung et
al., 2022).

Significantly, technological developments have a
major impact on the education process (Baedhowi et al.,
2018; Alam, 2021). Learning that is generally carried out
face-to-face by utilizing classroom facilities such as
whiteboards, books and others can now be replaced with
technology that can be modified into a more effective
learning method and is more helpful in meeting
students' learning needs, one of which is information
related to learning that students can get without being
limited by space and time (Heilporn et al, 2021;
Nugroho, 2021; Marey et al, 2022). The use of
technology as a learning medium in an educational
institution is very appropriate, because in the learning
process that greatly influences students' learning
outcomes, one of which is the learning media used, with
the renewal of learning methods, it is possible to attract
students' attention to be more diligent in studying and
allow students to actively develop skills that they have
previously had.

The use of technology-based learning media
certainly needs to pay attention to several things that are
currently popular with students, one of which is games
which are one of the applications on smartphones that
are always played by students, so that it can be ensured
that the learning media can attract students' interest (Al-
Taweel et al., 2021). Student learning outcomes are
expected to increase after the implementation of the
learning process using technology through learning
application media (Thahir, 2021; Marini et al., 2022).

Along with the advancement of technology in the
field of education today, games can be used as a learning
medium through the use of edugames applications.
Edugames is a game application specifically designed
for education which is used in educational or learning
activities with various features that support the learning
process (Rokhim et al., 2022; Dahnial, 2024). According
to Greipl et al. (2020) if you can apply the edugames
application with a good method, it can create an effective
learning atmosphere and can provide positive results in
the cognitive, emotional and social learning
environment aspects.
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Games or games used as learning media generally
use modern games, this is because they follow the
development of the times (Arifianto & Izzudin, 2021).
Currently, the existence of traditional games has
disappeared and been replaced by technology-based
digital games (Anggita et al., 2018; Astari & Sudarmilah,
2019; Nurrohman, 2021). Traditional games are local
wisdom that is formed from the daily activities of local
residents and usually develops from generation to
generation in an area and implicitly contains the identity
of the values of the lives of the people in that area.
Generally, these traditional games are played by groups
of children (Fajarwati & Nugrahanta, 2021). Many
people realize that traditional Indonesian games such as
hide and seek, gobak sodor, baprak meja, bebentengan
and others teach many positive things such as
teamwork, being honest, training emotions, and hard
work (Ramansyah, 2015).

Each region in Indonesia has different cultures and
traditions. This important point is not only about the
diversity that Indonesia can be proud of, but can also
support learning activities in each region. The diversity
of local characteristics in each region can be considered
a meaningful context in the learning process.
Meaningful learning can be done by adapting learning
to local culture and traditions (Zidny et al., 2020). Local
wisdom possessed by the community must be studied
scientifically so that the values contained in local
wisdom can be reconstructed into scientific science
(Festiyed et al., 2022).

Traditional games have positive values contained
in them, these traditional games do not rule out the
possibility of being collaborated with technology to
become a technology-based educational game
(Toharudin et al., 2021). The attachment of the younger
generation to technology is a great opportunity to
reintroduce traditional games that are packaged into
digital-based games (Julianus et al., 2020). Traditional
games have great potential to be used as a learning
medium if packaged into a game application that can be
played on gadgets, so that indirectly traditional games
will continue to be preserved by collaborating with
current technological developments through ethno-
edugames application learning media, in addition, the
advantages of using this learning media are that
students do not get bored easily when studying and are
easier to understand the material and motivate students
to be more active in studying, because this learning
media uses the concept of games (Rahayu et al., 2024).

The ethno-edugames application is an educational
game with a local wisdom concept in the form of
traditional games packaged into an application on a
smartphone as a learning medium. According to
Munawaroh et al. (2023), learning using the game
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method is believed to be able to build a fun learning
atmosphere. Learning using the etno edugame concept
is likely to influence students to be more active in
carrying out learning activities, and makes it easier for
students to understand, remember the learning
materials obtained from the teacher and besides making
it easier, it can also help students improve their learning
(Dahnial, 2024). Learning using media in the form of
games can increase brain absorption and improve
memory, because the activities carried out are activities
that make them memorable so that they will be stored
longer in the brain's memory (Kartika et al., 2019).
Learning using the ethno-edugames concept can also
attract students' attention, such as the display on the
application is equipped with animation of the material
being studied, so that it will create an impressive
learning experience and allow it to be remembered for a
longer period of time.

Method

This study uses a literature review research design.
The data in this study were obtained by collecting
articles from national and international journals
published in 2022 and 2023. The research procedure
used in writing this article with 5 steps of literature
review, determining the research theme, namely the
implementation of the ethno edu games application to
improve student learning outcomes, searching for and
collecting various articles on the sinta website, google
scholar, and other websites, classifying various types of
articles that are relevant to the research theme,
synthesizing relevant articles by marking important
points in each article; and writing articles from the
results of the synthesis. The final result of this literature
review will produce an overview of the Implementation
of Ethno-Edugames Application to improve student
learning outcomes.

Result and Discussion

Based on the results of a literature review from
several previous studies, it shows that the
implementation of ethno-edugames applications can
improve student learning outcomes. This can be found
in the research of Fitri et al. (2023), which states that each
group in the ethno edu games game implemented in the
experimental class experienced a significant increase in
learning outcomes than the class that did not implement
ethno edu games. The learning outcomes obtained by
students must of course be in accordance with the
learning objectives set by the educational institution.
Baedhowi et al. (2018) stated that learning outcomes can
be realized in the form of achievements achieved by
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students and in the form of learning outcome scores
during class given by teachers in each subject area.

The realization of the learning process
achievements that have been determined by an educator
at the beginning of learning reflects the success of the
learning process carried out (Suarmawan et al., 2019).
There are several aspects that can influence learning
outcomes in students, one of which is external factors
from the school environment, for example from the
learning methods or models used by an educator in
conveying knowledge to students in class. Based on the
results of the study, the use of ethno-edugames
applications greatly affects student learning outcomes,
this is proven through the research data obtained. In this
study, technological advances were utilized through
learning applications by adopting the concept of
traditional fortification games from Indonesia. The
results of this study show an increase in student learning
outcomes. Therefore, it can be concluded that the use of
the ethno-edugames application can improve the
learning outcomes of grade 8 students.

Research by Primrose et al. (2023) also showed an
increase in student misconceptions. This media is used
with the Engklek ethno-game strategy to support the
student learning process in the classroom, both in
groups and individually. The purpose of this study was
to determine the level of effectiveness of the use of
BRUSLE Android Apps media on students'
mathematical abilities. The study was conducted on 29
junior high school students in grade IX on the Curved
Side Space Building material. The study was conducted
using a Mix Method approach with a Quantitative-
Qualitative scheme. Data collection was carried out
using questionnaires and direct observation during the
implementation of learning. Learning with BRUSLE
Android Apps is carried out by integrating ethno-
games, namely Engklek. The purpose of using the
Engklel ethno-game strategy is to provide a fun learning
process for students. This is done with the hope that
students will be able to follow the learning well and have
an impact on improving students' mathematical
abilities. The results of the study can be concluded that
the BRUSLE Android Apps media is very effective in
supporting the learning process to improve students'
mathematical abilities.

Research from Suriyana et al. (2022) in the study can
prove that digital educational games of snakes and
ladders can improve student learning outcomes. This
research was conducted at State Elementary School 51
Sungai Raya, Kubu Raya Regency. The study produced
a product in the form of educational game media snakes
and ladders. In everyday life, most people do not realize
that they have applied mathematics. Most people think
that mathematics can only be learned in school. In fact,
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mathematics is often used in various aspects of life, for
example in the snakes and ladders game. In the snakes
and ladders game, players are unconsciously learning
the concept of number operations. Because it is
packaged in the form of a game, the concept of number
operations that were previously difficult can be fun.
Although often encountered in everyday life,
mathematics is still considered a difficult and
unpleasant subject. The method used in this study is the
development method with 4-D (Four D Model). Based
on the results of the validity test conducted by 2 experts,
it shows a valid level of validity with an average of 3.8
with details of material experts with a score of 3.9 while
media experts have an average score of 3.7 with valid
criteria. Meanwhile, the effectiveness of the results of
student responses is 3.52, stating that students agree
with mathematics learning, especially integer
operations, while the overall evaluation of the
percentage of students who completed the results was
86% in Elementary Schools, which is practical to use.

Research by Rizki et al. (2022), the study
successfully proved that engklek educational games can
improve students' physics learning outcomes. Engklek is
a traditional game that has many physics concepts to
explore, and has the potential to be applied in Ethno-
STEM-based physics learning. So far, no research has
been conducted to explore the physical concept of this
game. Therefore, this study aims to explore the concept
of physics in the traditional Engklek game and its
potential application in Ethno-STEM-based physics
learning. This study uses a qualitative research method
with an exploratory design. Data collection uses three
methods: observation, interviews, and literature studies.
Data are analyzed descriptively through three stages,
namely data reduction, presentation, and verification or
inference. The results show that the main concepts of
physics contained in this game are parabolic motion;
work and energy; momentum and thrust; and rigid body
balance. This game can also be applied to physics
learning because it is relevant to the 2013 curriculum and
the Ethno-STEM Review. Therefore, the Engklek game
can be more meaningful, a fun, interactive, and
contextual physics learning media. This study implies
that the results of the exploration and analysis of the
potential application of ethno-STEM-based science
learning can be tested for future research or applied
directly to physics learning. This learning is expected to
improve student learning outcomes while preserving
the local wisdom of the Engklek game.

Conclusion

The u se of ethno-edugames media in learning has
succeeded in improving student learning outcomes.

January 2025, Volume 11, Issue 2, 264-273

Traditional games have great potential to be used as a
ethno-edugames, so that indirectly traditional games
will continue to be preserved by collaborating with
current technological developments through ethno-
edugames application learning media, in addition, the
advantages of using this ethno-edugames are that
students do not get bored easily when learning and are
easier to understand the material and motivate students
to be more active in learning, because this learning
media uses the concept of games. Etno-edugames that
have succeeded in improving learning outcomes are,
hopscotch, bebetengan and snakes and ladders.
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